FRENZY 


INSTRUCTION BOOKLET 


ee, | " 3 
we Rescue worn age acre br cus wr 


Tugpopect TW ias Cocath eeotuas Geer ee WORMATION 


This official seal is your assurance that Nintendo has reviewed this product 
and that it has met our standards for excellence in workmanship, reliability 
and entertainment value. Always look for this seal 
when buying games and accessories to ensure 
complete compatibility with your Nintendo product. Giinsendo) 


Seal of Quality 


Official 


All Nintendo products are licensed by sale for use only with other authorized 
products bearing the Official Nintendo Seal of Quality®. 


EVERYONE 
This product has been rated by the Entertainment 
Software Rating Board. For information about the ESRB THIS GAME PAK WILL WORK 
rating, or to comment about the appropriateness of the Sree Yamin. aandeavorcan 
Lica ea rating, please contact the ESRB at 1-800-771-3772. : 
ESRS) 
> DISNEY: LICENSED TO NINTENDO, 3 
s>) TM, ®, AND GAME BOY COLOR ARE TRADEMARKS OF Ni TENOO OF AMERICA INC 
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NEED HELP WITH A GAME? 
For free, automated game play tips and news, call Nintendo's Power Line at: 


1-425-885-7529 


This may be a long distance call, so please ask permission from whoever pays the phone bill. 


Rather talk with a game counselor? 
1-900-288-0707 “ $1.50 per minute) 1-900-451-4400 (Canada $2.00 per minute) 


6a.m. - 9 pm. Pacific time, Monday - Saturday, 6 a.m. - 7 p.m. Sunday 
Callers under age 18 need to obtain parental permission to call (prices subject to change) 


The following selections will be available on the Main Menu. Press up and 
down on the + Control Pad to move Flounder (the cursor), then press iy 
START or the A Button to make your selection. If you make a mistake, 
press the B Button to return to the previous screen. 
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On the next screen, press up and down on the + Control Pad to switch 
between players. (Only the number of players you indicated on the 
"be screen will be available here.) Press left and right on the + 

ontrol Pad to select the pinball speed for each player. Choose the snail to 
play with a slow-moving pinball or the dolphin to play with a fast-movin 
one, Once you are satistied with the settings for each player, press STAR 
or the A Button to move on to the next screen. 


Press left and right on the + Control Pad to choose to play on either 
Ariel's table or Melody's table. Finally, press START or the A Button to 
begin your game! 
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Yinikgame: MINI-GAMES: Play a pinball Mini-Game! 
; ~ Press up and down on the +Control Pad to move’Flounder. Place Flounder 
on the picture in the middle of the screen, then press left.and right on the 
4 ) [s + Control Pad to scroll throughsthe Mini-Games. If a full-color picture 
. appears, you can play that game. If a silhovette with a question mark in 
£ the middle appears, that game has not been unlocked yet. To unlock that 
) ame, you must first find it and play it on one of the regular pinball tables 

tee pgs. 18 and 30). 


Once you have decided which game to play, move Flounder to the bottom 

of the screen. Then ay left and right on the + Control Pad to choose to 

play with a slow pinball (the snail) or a fast one (the dolphin). When you 

rs happy win your settings, press START or the A Button to begin your 
ini-Game! 
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HIGH SCORES: View the high scores. 

There are six different high-score categories. Press left and right on the 

+ Control Pad to move Flounder at the bottom of the screen, and press 

START or the A Button to change the various settings. For example, the 

screen on the left ives the five highest scores for games played on 

Ariel's table with three fast-moving pinballs. To see the highest scores for - 

ie played on Melody's table with three fast-moving pinballs, move 
jounder to the pes of Ariel, then press START or the A Button. When 

you are finished, press the B Button to return to the Main Menu. 


OPHONS:sGhange the various game settings. 
Press up and down on the + Control Pad to switch between the 
various options. 


Press left and right on the + Control Pad to turn the music played during 
regular san james on (V) or off (X). This will not affect the music 
played during Mini-Games or Table Games. 


Press left and right on the + ControlPad.to turn the music played during 
Mini-Games and Table Games on (\/) or off (X). This will not affect the 
music played during regular pinball games. 5 
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® Press left and right on the + Control Pad to turn the builtin Rumble Feature on‘(v) or off (X). 


Get the sensation of a real aps machine! When the Rumble Feature is turned on, your Game Pak 


will vibrate whenever a pinball is launched, hits a target or enters a scoop. (If your Game Pak does 
not vibrate when the Rumble Feature is turned on, check the battery. See pg. 49.) 


You may also turn the Rumble Feature on or off when the game is paused. Press START during the game 
to pause, then press left and right on the + Control Pad to scroll to the Rumble Feature option. Next, 
press the A Button to turn it ON or OFF. To return to the game, press START or the B Button. 


Press START or the A Button to reset all of your game data. On the following screen, use the + Control 
Pad to select YES or NO, then press START or the A Button to confirm your decision. If you choose YES, 
all of your high scores will be deleted, all of the Options will return to their default settings, and any 
Mini-Games you have unlocked will be locked again. To return to the Options Menu without resetting 
your data, choose NO or press the B Button. 


| Press START or the A Button to go to the Language Menu. On the following screen, press ip and down 


_ onthe + Control Pad to scroll through the available languages, then press START or the A Button to 
~ select one. You may choose English, Deutsch (German), Francais (French), Italiano (Italian) or 
Espaiol (Spanish). 


|» Press START or the A Button to see the names of people who helped create this game! Repeatedly 
press any button fo continue through the following screens. 


HOW To PLAY PINBALL 


YOUR OBJECTIVES: 
When you play a game of pinball, your main goals are to... 


1) Keep the pinball on.the table as long as possible by preventing it from falling below the flippers at 
the bottom of the table. 


2) Get the highest score possible by hitting targets with the pinball, shooting the pinball through a series 
of me asa combo’), and playing Table Games and Mini-Games. (See pg. 41 for more info on 
scoring, 


me | TAUNCHING THE"PINBARL: 
.¢ When the game starts, your first a will appear at the bottom of the Trident Plunger 
ing Lane, in the lower-right corner of the screen. Press the A or B Button to launch the pinball 
f ‘onto the table. 


PG) USING THE FLIPPERS: 

Bes. © ao Once the pinball is on the table, use the flippers to hit it. Press the A Button to move 
the Hiper(s) on the right side of the table, and hig left on the + Control Pad to 
move the flipper(s) on the left side of the table. In addition to ava tp flippers to 
keep the pinball on the table, you can manipulate the pinball with them to aim for 
targets and loops. 


SKILL SHOT 
When launching the pinball on Ariel's Table, you can score extra points for making 


a Skill Shot. Hit the pinball hard enough to get it all the way through the Right 
Loop. Then, just as the ce comes out of that loop, hit it with the Inner Loop 
Flipper to send it through the Inner Loop. 


TILTING THE TABLE: 

You can also manipulate the pinball by tilting, or "bumping," the table. Press the B Button fo tilt the 
table left. Press up on the + Control Pad to i the table up. Press right or down on the + Control Pad 
to tilt the table right. 


Sometimes you can use the tilt to pel a pinball back onto the table after it has fallen beneath the 
bottom flippers. If the pinball falls through one of the out lanes, wait until it gets directly beneath one 


of the two bottom aig Raise that flipper, then press up on the + Control Pad. You may just be able 


to bump the pinball back above the bottom flippers, keeping it in play! 
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WATCHING LANE ARROWS: 

White and yellow arrows will often appear on the table. These lane arrows will show you where to 
shoot the pinball to play Table Games, to unlock Mini-Games, and for other things. White arrows 
direct you through loops—follow these arrows to complete Table Games and to complete combos 
for bonus points. Yellow arrows direct you into ig. gira these arrows to complete Table 
Games collec awards, gel extra balls, or lock balls. The yellow arrows also direct you into scoops 
that will take you into Mini-Games. 


PAUSING THE*GAMIE: 

To pause the game at any time, simply press START. While the game is paused, you may turn the Rumble 
Feature ON or OFF or exif the game and return to the Main Menu. Press left and right on the + Control 
Pad while the game is paused to scroll through the options, then press the A Button to make your selection. 
To return to the game, press START. 


=hteran ate HIGH SCORES: 


if a have achieved a high score at the end of your game, you will be 
asked to enter your initials. Use the + Control Pad to move Flounder to the 
appropriate letter, then press the A Button fo enter it. When you are 


@yrr +) finished;.move the cursor to “Exit,” then press the A Button. You can view 


the high scores by choosing High Scores on the Main Menu. 
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1. Bonus Multiplier Lanes 
Z Left Loop 
3. Inner Loop 
4. Red Starfish Spinner 
5. Blowfish Pop-Bumpers 
6. Right Loop 
7. Ursula's Cave 
B. KS Lights 
9. Inner Loop Flipper 
10. Shipwreck 
11. A-R--E-L Lights 
12. Ramp 
13. S-E-A Lights 
14. Small Loop 
15. Flounder 
16. Ariel's Grotto 
17. Out Lane Flipper 
18. Video Panel 
19. A-W-A-R-D Lights 
20. Seahorse Pop-Bumpers 
21. Bonus Multiplier Counter 
22. Trident Kickback 
23. Trident Ball Saver 


mM. Flippers Some 
. 6. Out Lanes 


STARTING A TABLE GAME: 

To start a Table Game on Ariel's Table, first light all of the A-R-I-E-L Lights. The letters that are lit will 
change each time r use a flipper. Using the right flipper will rotate the letters to the right, while using 
the left flippers will rotate the letters to the left. 


CHANGING THESIGON: 

The Table Game that will begin will be determined by the icon that is flashing on the Video Panel when i 
7 A-R-I-E-L. Each time you hitea Blowfish or Seahorse Pop-Bumper before you finish spelling A-R-I-E-L, 
the icon will change. 


PLAYING A TABLE GAME? 
As soon as you light the last A-R-I-E-L bn a Table Game will begin. The game will be displayed in the 
Video Panel. Watch for the white and ye 

below for instructions on each game. 
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ow arrows to indicate where you need to shoot the pinball. See 


CP LOOKEGRS F 
"TO PLAY Keep shooting the pinball through the Red Starfish Spinner until Flounder has 
escaped from the shark: The distance between Flounder and the shark will be shown on the 
Video Panel and atthe bottom of the screen. 


SCORING: Complete game: 50,000,000 points 13 
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© 
the Girl 


100k FOR: ¢ . i 


oF) @ © ©. Shoot the pinball around the Right Loop. 
SCORING: Point value will appear in Video Panel. 


Trident Kickback 


LOOK FOR: ' % 


\} 
70 PLAY. This award is automatic—you don't have to do anything else! The 
i Kickback will return pinballs that fall into the out lane for the rest of 
that turn. ‘ 


oe ‘ bi - ¢ o - oh } 4 ! 
/ JO PLAY: Each time @ pinball goes through the Ramp, one of the eels will be revealed in 
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SCORING: \st shot through Ramp: Jackpot* 

2nd shot rough Ramp: Double Jackpot (2x Jackpot) 

3rd shot through Ramp: Triple Jackpot (3x Jackpot) 

4th shot through Ramp: Super Jackpot (5x Jackpot) 
“The Jackpot will start at 10,000,000 points. Each time the pinball passes through the 
Small Loop, the Jackpot will increase by 1,000,000 points. (The maximum Jackpot you 
can get is 50,000,000 points.) 


LOOK FORS: 


70 PLAY Shoot the pinball through all five loops: Right Loop, Left Loop, Inner Loop, 
Small Loop and Ramp. 


© © Find a treasure: 10,000,000 points each 
Complete game: 50,000,000 points 
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o ; “ 
Find Scuttle . 
LOOK FOR: (A ® 


@ © 7.46 Hit the Blowfish and Seahorse Pop-Bumpers to reveal pieces of Scuttle's face 
on the Video Panel. . 


aa 


SCORING: Reveal a piece: 5,000,000 points each 
Complete game: 50,000,000 points 


Extra Ball 
TOOK FOR 


TO PLAY: Shoot the a” the Shipwreck. 


root the pinball into 
inball into all of those 


the yellow arrows that point to where you should go, and watch the Video Panel to see 
how many places you've found. 


SCORING: Chetk a location: 10,000,000 points each 
Complete game: 50,000,000 points 


stony if y Light all of the K-I-S-S Lights to light the Lock Ball icon above the Video Panel, then 

bd — shoot the pinball into the Shipwreck. The Video Panel will show your pinball being 
locked away in a treasure chest. Once you've locked three pinballs, Storm Multiball 
Fo begin. e locked balls will be released, and you'll get to play with all three of 
them at once! 
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NULTIBALL 


f Once Storm Multiball begins, shoot the pinball through the Ramp three times to 
reveal pieces of the shipwreck on the Video Panel. Each pinball that goes through 
the Ramp will give you a Jackpot! 


The Jackpot value -will start at 10,000,000 points. For each full spin on the spinner, 
ns ate Mt increase by 1,000,000 points. The maximum Jackpot you can get 
is 100,000,000. 
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Once you have pla ed all of the Mini-Games in a single game (you don't have to eet 

~~ them), the Ursula Revealed Table Game will begin. Multiball will start, and = must shoot 
®o pinball through the Ramp three times in order fo reveal Ursula on the Video Panel. 


SCORING: Shoot pinball through Ramp: Jackpot* 


“The Jackpot will start at 20,000,000 points. Each time you hit a pop-bumper, the Jackpot 
will increase by 1,000,000 points. The maximum Jackpot you can get is 200,000,000. 


After you complete a Table Game, a yellow arrow be light up on the table, ag toward a scoop. If 
ie fie the pinball into that scoop, a short video will appear on the Video Panel, then a Mini-Game 
will begin. 


Once you have started a Mini-Game—even if you do not finish it—you will be able to play it in 


the Mini-Games mode from then on (see pg. 4). 


save 


Break Ursula’s spell to set the merfolk free. 


7O PLAY: Return the mermaids and mermen to their true forms by 
hitting them with the pinball. You must rescue all of them before you can 
King Triton at the top. 


SCORING Mita soul: 1,000,000 points each 
Rescue a soul: 5,000,000 points each 
Complete game: 100,000,000 points 


Ariel just loves to collect human things! See how many you can get 
from Scuttle. 


+: Use the pinball to make Scuttle drop his treasures, then hit 
the treasures to collect them. 


MULTIBAUL Hit Scuttle three times to make him turn red and fly faster. 
Then hit him one more time before-he returns to normal to make him 
drop a second pinball. 
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SCORING: Hit Scuttle: 1,000,000 points each 
Collect a treasure: 5,000,000 points each 
Complete game: 100,000,000 points 

¢ 
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The shark is closing in, and Flounder's stuck in the porthole! Help push 
him through before he becomes sushi! 


TO PLAY: ist Flounder nine times with the pinball to help push him 
through the porthole to safety. 


\ULT/BALL: There's another creature inside the ship. Hit its eye 
through the hole on the left, then hit its tentacle through the hol on the 
right to make it drop a second pinball, 


SCORING: Hit Flounder: 5,000,000 points each 
Complete game; 100,000,000 points 


Can you get past the shark that's guarding the treasure? 


TO PLAY: Hit the treasure chests repeatedly to open them up and get 
the lost treasure. 


SCORING Hit a chest: 1,000,000 points each 
Open a chest: 10,000,000 points each 
Complete game: 100,000,000 points 


Rescue Eric and the sailors from the burning ship! 


10 PLAY: Use the pinball to save the sailors. Eric will be the last sailor 
to save, 


/ULT/BALL: Some powder kegs contain a second pinball. 


SCORING; Rescue a sailor: 5,000,000 points each 
~ Complete game: 100,000,000 points 
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“J Kiss the Girl - 
Help Sebastian make the pond a romantic setting. .. 


TO PLAY: Hit each fish three times to make fountains Ol around Eric 
and Ariel. oo 


MULT/BALL: One of the fish will give you a second pinball if you hit it. 


SCORING: Hit a fish: 1,000,000 points each 
Activate fountain: 5,000,000 points each 
Complete game: 100,000,000 points 


Fictsam 'y Jetsam — 
Force Ursula's slimy henchmen back into their caves. 
70. PLAY: Drive the eels back into their caves by hitting them with the 


inball. Be careful! Your pinball will bounce randomly off of their 
ightning bolts. 


mie SCORING Titan eal: 1,000,000 points each ' 
ahi Complete game: {000.00 pi Prac aaa 
ea, a . S - 
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Defeat Ursula and reclaim the Trident! 


/O PLAY: Hit Ursula repeatedly until all of her tentacles are shriveled. 
Watch out for her Trident bolts—if the pinball hits one, who knows 


where it'll go. 
SCORING Mit Ursula: 5,000,000 points each 


. Crush a tentacle: 100,000,000 points each 
Complete game: 1,000,000,000 points 
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1. Bonus Multiplier Lanes 

2. ceCave 

3. Left Loop 

4. Clam Pop-Bumpers 
5. Volcano 
~ 6. Castle 

7. Inner Loop 

8. Right Loop 

9. Small Loop 

10. Ramp 

11. Blue Starfish Spinner 
12. $-E-A Lights 

13. Inner Loop Flipper 

14. Atlantica 

15. M-E-L-0-D-Y Lights 
16. T-LP Lights 

17. Video Panel 

18. ALW-A-R-D Lights 

19. Cloak 'n' Dagger Pop-Bumpers 
20. Bonus Multiplier Counter 
21. Trident Kickback 

22. Trident Ball Saver 

23. Flippers 

24. Trident Plunger Lane 
25. Out-anes 
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STARTING A TABLE GAME: 

To start a Table Game on Melody’s Table, first light all of the M-E-L-O-D-Y Lights, The letters that are lit 
will change each time you use a flipper. Using the right flippers will rotate the letters to the right, while 
using the left flipper will rotate the letters to the left. 


CHANGING THEBGON? 

The Table Game that will begin will be determined B the icon that is flashing on the Video Panel when 
you spell M-E-L-0-D-Y. Each time you hit a Clam or Coak 'n’ Dagger Pop-Bumper before you finish 
spelling M-E-L-0-D-Y, the icon will change. 


PLAYING A TABLE.GAME: 
As soon as you light the last M-E-L-0-D-Y “ht a Table Game will yok The game will be displayed in 
the Video Panel. Watch for the white and yellow arrows to indicate where you need to shoot the pinball, 


~ See below for instructions on each game. 


UND 
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TOYPLAY: Keay sting th pinball through the Blue Starfish Spinner until Dash has 
escaped from Undertow. The distance between Dash and Undertow will be shown on the 
Video Panel and at the bottom of the screen. 


SCORING: Complete game: 50,000,000 points 22 


ov 
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LOOK FOR: KS] € 


‘ @ 10 74° Shoot the pinball around the Right Loop. | 
SCORING: Point value will appear in Video Panel. 


| Trident ca 
LOOK FOR: : 


TO PLAY: tis J is automatic—you dor tt 
Kickback will return pinballs that " into the out | 


ave to do anything else! The 
for the rest of that turn. 


3rd shot through Ramp: Triple Jackpot (3x Jackpot) 
4th shot through Ramp: Super Jackpot (5x Jackpot) 


“The Jackpot starts at 10,000,000 points. Each time the pinball passes through the Small 
Loop, the Jackpot will increase by 1,000,000 points. (The maximum Jackpot is 
50,000,000 points.) 


LOORIFOR: fe 


TO. PLAY. Shoot the pinball through all five loops—Right Loop, Left Loop, Inner Loop, 
Small Loop and Ramp—to reveal pieces of the Trident. 


SCORING: Reveal a piece: 10,000,000 points each 
Complete game:50,000,000 points 
LOOK EORS -. 


70 PLAY: Hit the Clam and Cloak ‘n’ Dagger Pop-Bumpers to reveal pieces of Dash's 
face on the Video Pavel. 


SCORING: Reveal a piece: 5,000,000 points each 
Complete game: 50,000,000 points 21 
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@/0 PLAY: Shoot the pinball into the Castle. * 


CEBE 
Re LOOK-FOR: pm 


S 


7 P/A¥: Shoot the pinball into the Castle, the Volcano, and Atlantica. After you have hit 
all of those targets, shoot the 


that point to w 
you've found, 


ere you shoul 


inball into Morgana's Ice Cave. Look for the yellow arrows 
go, and watch the Video Panel to see how many places 


SCORING: Check a location: 10,000,000 points each 
Complete game: 50,000,000 points 
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RY 7 D Light all of the T-I-P Lights to light the Lock Ball icon above the Video Panel, then 
7” “| bd shoot therpinball into the Castle or the Volcano. The Video Panel will show your 
VEINS a irs. locked away in a treasure chest. Once you've locked three pinballs, 
olcano Multiball will begin. The locked balls will be released, and you'll get to play 


with all three of them at once! 


| Once Volcano Multiball begins, shoot the pinball sat 4 the Ramp to reveal pieces 
of the volcano on the Video Panel. Once you've revealed the entire picture, a bonus 
Mini-Game arrow will light up. 


The Jackpot value will start at 10,000,000 points. For each full spin on the spinner, 
- is od “a increase by 1,000,000 points. The maximum Jackpot you can get 
is 100,000,000. 


Once you have played all of the Mini-Games in a single game (you don't have to complete 
), the Hor Revealed Toble Game will begin. Multiball will start, and you must 
sont Mn pe s through the Ramp several times in order to reveal Morgana on the 
ideo Panel. 
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“ SCORING: Shoot pinball through Ramp: Jackpot* 


“the Jackpot will start at 20,000,000 points. Each time you hit a pop-bumper, the Jackpot 
will increase by 1,000,000 points. The maximum Jackpot you can get is 200,000,000. 
“ > 


ODY'S MIN-GAMES 


‘complete a Table Game, a yellow arrow te light up on the table, on toward a scoop. If 
1 t the pinball into that scoop, a short video will appear on the Video Panel, then a Mini-Game 
egin. tf mis 
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off of the island | vith the 


SCORING: Rescue an islander: 5,000,000 points each 
Complete game: 100,000,000 points 


Stealing the Trident is the only way Melody can remain a mermaid! 


70 °-4¥ Stun the guards by hitting each of them three times. A 
guard's color will change each time you hit it. 


SCORING Mik a guard: 1,000,000 points each 
Stuna guard: 5,000,000 points each 
Complete game: 100,000,000 points 


- Tip’s been frozen solid by the evil Morgana! 


FOPIAY: Chip away at the ice with the pinball. You must break all of 
the surrounding blocks of ice before you can save Tip at the top. 


SCORING: Chip the ice: 1,000,000 points each 
mash the ice: 5,000,000 points each 
Complete game: 100,000,000 points 31 
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Prove that you're a true héto by freeing the baby penguins! « 


TO PLAY: Break the ice at the'top of thegareen to reste the penguins. 
You'll have to hit the ice as hard as you can to break it. 


SCORING: Chip the ice: ‘1,000,000 points each 
Rescue a penguin: 5,000,000 points each 
Complete game: 100,000,000 points 


A! AE". \4 4 These two are always up to no good. Drive them back into their ice caves 

, aN ‘ bh they belong! 7 4 : 

a 5c Rae nae JO PLAY: Push the manta rays back into their ice caves by hitting them 
Mpa with the pinball. Your pinball will bounce off of their lightning bolts in 


"he bia random directions. 
SCORING: Hit'a manta ray: 1,000,000 points each 
: Complete game: 100,000,000 points 
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These. “Adventurers/Explorers" can't go adventuring or exploring until 
Dash forgets about those fish! 


TO PLAY: Knock the fish out of Dash's mouth when he pops his head 
out of the ice. 


MULTIBALE: Sometimes Dash will have pinball in his mouth instead of 
afish. Knock it out to play with a second pinball. 


SCORING Hit Dash: 1,000,000 points each 
Make Dash drop fish: 5,000,000 points each 
Complete game: 100,000,000 points 


4 
4) Morgana has trapped Melody in the ice. Help her break free before she 


}° runs out of air! 
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Pasay nse: hi Ween 
er | oil TO PLAY: Free Melody by breaking the ice wall with the pinball. 
ivy SP Tiad SCORING: Chip the ice: 5,000,000 points each 

Te 2 Complete game: 100,000,000 points i 
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Shrivel Morgana's tentaclesand take back the Trident! e, 
70 PLAY: Mit Monga ak repeatedly wit h fg pnb uni all of her 


tentacles are shriveled . This may not be sy as it sounds—Morgana 
has brought Cloak 'n ' Dagger with her! 


SCORING: Hit Morgana: 5,000,000 points each 
Crush a tentacle: 100,000,000 points each 
Complete game: | ,000,000,000 points 
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HAPPY EVER AFTER 


After destroying Ursula or Morgana, you will have 15 seconds to lock the ball in the Shipwreck, Castle or 
Volcano to start the ultimate frenzy mode—3-ball Multiball with increased target scores! 


All or: and scoops will be worth 5,000,000 points each. The Ramp and all loops will be worth 
10,000,000 points each, 


The . value will start at 20,000,000 points. Each time you hit a mnie the Jackpot will 
increase by 1,000,000 points. The maximum Jackpot you can get is 200,000,000. 


For each combo you get during this time ype Jackpots will be multiplied by the amount of the combo 
score. For example, a hg Combo would be worth a Jackpot score times 50,000,000. Also, K-1-S-5 and 
T-l-P targets will add to the Jackpot value. 


LE BIER TAKGETS 


There are several targets on each pinball table that will igh up letters when they are hit. Each group of 
letters spells a word. Look below to see what you should do after you spell out each word. .. 


Begins a Table Game (see pgs. 13 and 25). If you « A-R-I-E-L or 
M-E-L-0-D-Y during a Table Game, you will receive 5,000 000 bonus (Use the flippers to change 
he ape ies right flippers rotate the letters to the right, while the left flippers rotate the 
etters to the lett. 


© © e 
Adlivates i Trident Kickback. 
Lights the Lock Ball icon on the table. Shoot the’p ays into te Ship to lock the pinball. 


Lack the pinball three times to play the Storm Multiball Table Game (see pg. 17). © ' 


. Lights the Lock Ball icon on the table. Shoot the vinbafl into the Castle or the Volcano to lock the 
» pinball iock the pinball three times to play the Volcano Multiball Table Game (see pg. 29). 


Lights the award id Shoot the pinball into Ariel's Grotto or Atlantica for a bonus. (Use 
the flippers to change the lighted letters—the right flippers rotate the letters to the right, while the left 
flippers rotate the letters to the left.) Here are some of the A-W-A-R-D bonuses you can get... 


SIIALL POINTS: Gives you a small number of points, ranging from 
ca 100,000 to 1,000,000. 
points 


BIG POINTS: Gives you lots of points, ranging from 3,000,000 to 10,000,000. 


Tass | SUPER-POPS: Makes Pop-Bumpers worth 1,000,000 points each for the rest of the turn. 
Cg 
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La MEGA-POPS: Makes Pop-Bumpers worth 3,000,000 points each for 60 seconds. 
Za 


POPS HELD: Carries Super-Pops bonus over to the next turn if it has been awarded. 


AbUANCE: ADVANCE BONUS MULTIPLIER: Adds another Bonus Multiplier for your final ball score. 
The maximum Bonus Multiplier you can have is 25. 


lf 
aN 


cry BONUS X HELD» Carries your final Bonus Multiplier for that turn over to the next turn. 
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« 30-SECOND BALCSAVER: Lights the Trident Ball Saver for 30 seconds. 
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sd iH 
D3 LOC Lights the Lock Ball icon, so you can shoot the pinball into the Shipwreck, 
Volcano, or the Castle to lock your ball. 


, 1 EXTRA BALL: Gives you Al turn, 


fi | igi 
be BALL: Lets you play mh 0 p pear pin all, which will score double the normal re 
numt be of points for any torgetithits. = 


INSTANT TABLE GAME: Starts a Table Game immediately without requiring you to light all of the 
A-R-I-E-L or M-E-L-0-D-Y Letters first. 


NSB N\IN|-GAME: Takes you straight into a Mini-Game without requiring you to complete a Table 
ame first. 


If you light all of the A-W-A-R-D lights when an award is already lit, you will receive 


5,000,000 bonus points! 
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. COMEee | 


Shoot the pinball through several loops, one right after the other and in the correct order, to store big! 
Remember that the pinball must go all the way through a loop for it to count. € 


Combos are a great way to rack up points quickly! Your score for larger combos will be added to 
the points you just scored for the previous smaller combos. For example, if you get a Triple Combo, 


you got a Double Combo before it and a Combo before that. You'll get points for all three, for a 
total of 40,000,000 points! (See the next page for complete scoring information.) 


Combo: Right Loop and Inner Loop 

Dovble Conibo: Right Loop, Inner Loop and Ramp 

Triple Combo; Right Loop, Inner Loop, Ramp and Left Loop 

Séper Combo: Right Loop, Inner Loop, Ramp, Left Loop and Small Loop 
Reverse Combo: Left Loop and Small Loop 


Double Reverse Combo: Left Loop, Small Loop and igh Loop 

Triple Reverse Combo: Left Loop, Small Loop, Right Loop‘and Ramp 

Super Reverse Combo: Left Loop, Small Loop, Right Loop, Ramp and Inner Loop 
Secret Combo: | Left Loop and Inner Loop 


_ 


* Pop-Bumpers 


ACORING 


You will score points for every target you hit on a table, including Letter Targets, Pop-Bumpers and 


scoops. At the end of your turn, these points will be ad 


ded together, along with any points you have 


received for combos. This subtotal will then be multiplied by your Bonus Multiplier (see pg. 44). Finally, 


any points you have earned in Mini-Games will be added to that amount to form your final score for 


the turn. (See pgs..18 and 30 for information on scoring in Mini-Games.) 


Light A-R-I-E-L Letters 
Light M-E-120-D-Y Letters 
Light S-E-A Letters 

Light K-I-S-S Letters 
Light T-I-P Letters 


Light A-W-A-R-D Letters 


Seahorses 
Cloak 'n’ Dagger 
Blowfish 


Letter Targets 


Roll-Over Lights 


q Clams 


e ia oe 
wrec 
Flounder 
Ariel's Grotto 
Ice Cave 


Scoops 


5,000 points each 
5,000 points each 
5,000 points each 
10,000 points each 
10,000 points each 


20,000 points each 


3,333 points each 
3,333 points each 
3,333 points each 
3,333 points each 


1,111 points 
1,111 points 
1,117 points 
1,111 points 
1,111 points 
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) Volcano 1,111 points 


€. Castle o 1,111 points © 
Atlantica 1,111 points 
a 
SPinners Red Starfish 10,000 points per spin 
Li ® Blue Starfish ~ 10,000 points per spin 
Ramps Either Table 50,000 points 
Loops Rigi Loop 30,000 points 
Lett Loop 30,000 points 
Inner Loop 30,000 points 
Small Loop 30,000 points 
Combos* Combo 5,000,000 points 
Double Combo 10,000,000 points 
Triple Combo 25,000,000 points 
Super Combo 50,000,000 points 
Reverse Combo 5,000,000 points 
Double Reverse Combo 10,000,000 points 
Triple Reverse Combo 25,000,000 points 
Super Reverse Combo 50,000,000 points 
Secret Combo 10,000,000 points 
Skill Shot” Ariel's Table Only 5,000,000 points per Inner Loop 


“See pg. 40 for details on how to get combos. 


| a Ie AS an a i mE Sa ae ea 
| PRINTING 


You can use the Game Boy® Printer (sold separately) to print out your high scores and your favorite 
characters from Disney's The Little Mermaid and The Little Mermaid Il: Return to the Sea! 


.. Connect your Game Boy Printer to your Game Boy Color system. Then, 
__ Whenever avprinter icon like the one on the left appears, press SELECT to 


. 


t 


TT 


print out that screen. 


RIK SSORG 
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, 5 aad - 
Select Hp on the Main 
Menu, the SELECT to 
print out your high scores! 


Mini=qame's 


Select Mini-Games on the Main 
Menu. Press left and right on 
the + Control Pad to scroll 
through the available Mini- 
Games. Press SELECT to print 
out the picture on the screen! 


Select Mini-Games on the 

Main Menu. After you finish 

paying a Mini-Game, a Results 
creen will appear. Press 

SELECT to print out the picture 

on that screen! 
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_ PINBALL GLOSSARY 


om Oe BALL SAVER: A light that, when lit, causes the pinball to shoot back onto the table from 
ke iiie trident Plunger Lane after the pinball falls:below the Hppers at the bottom of the 
: screen. The Ball Saver will be lit for 20 seconds after a pinball is launched. 


(Jey BONUS MULTIPLIERS A number that ms score will be multiplied by for the current turn. 
it~ Each time you igh the pair of roll-over Bonus Multiplier light—a pair is locate 
at the top of each table—your Bonus Multiplier will increase by one. You can also increase 
the Bonus Multiplier by shooting the pinball through the Ramp or Starfish Spinner multiple 
times. 


The maximum Bonus Multiplier you can have is 25. Each time you igh a pair of Bonus 
Multiplier targets after the counter has reached 25, you will score 5,000,000 points. 


The total Bonus Multiplier will appear in the Bonus Multiplier Counter just below the Video 
Panel. At the end of each turn, the table score you earned on that turn will be oem by 
the Bonus Multiplier before it is added to your total score. The Bonus Multiplier will be reset 
to one at the end of each furn unless you receive a “Bonus X Held’ award. 


— ee eee 


ONO: A series of shots through the loops. See pg. 40 for information on how to create different types 
of combos. 


EWVA A EXTRA BALL: An award that gives you an extra turn. To receive an extra pinball, the Extra 

Ball light must be lit. There are several ways to activate the Extra Ball light: spell A-R-I-E-L 
BHLLUT | oF MELODY when the pink ball with a plus sign in it is flashing on the Video Panel, 
~*"""" receive it as an A-W-A-R-D, or shoot three loops in a row. 


The same scoop (either the Shipwreck or the Castle) activates both extra balls and locked balls. 
Whenever the Extra Ball is lit, it will have priority over the Lock Ball. To lock the ball, you must 
shoot it into the scoop after all of the extra balls have been collected. 


If you have lit multiple Extra Ball awards, hitting the pinball into the scoop will give you only one 
extra ball at a time. You must hit the pinball into the scoop once for each extra ball. 


@P™) © P18 Part of the table that you can move and use to hit the pinball. Press the A Button 
to move the flipper(s) on the right side of the screen. Press left on the + Control Pad to 
move the flipper(s) on the left side of the screen. 
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== MICKBACK: An award that shoots your pinball back onto.the table when it falls into an out lane. 


ee . 
' . 
A), ARG OW: An arrow that shows you where to shoot the pinball to. play Table Games, to unlock 


Mini-Games, to complete combos, and to get other bonuses, 


xj White arrows direct ee through loops. Follow these arrows to complete Table Games and to 
= — compléte combos for bonus points. e 5 


~¥\ Yellow arrows direct you into scoops. Follow these arrows to complete Table Games, collect awards, 
4A Lu 
“get extra balls, or lock balls. They also direct you into scoops that take you into Mini-Games. 


LETTER TARGET: A spot on a pinball table that will light letter when hit. Hitting these 
fc may give you points, award you bonuses, or start Table Games. Some lighted letters 
will move when the flippers are used (see pg. 13 or 25). 


~“* 1) from play, and the Video Panel will show it get closed up in a treasure chest. A new pinball 
ee will appear in the Trident Plunger Lane—you must press the A or B Button to launch it. 
Each time you lock a ball, the Trident Ball Saver and Trident Kickback will be activated. If 


you lock three balls, all three will be released at once for Multiball. (See Storm Multiball on 
pg. 17 or Volcano Multiball on pg. 29 for details on how to lock a pinball.) 


_Mig LOCK BALL: A bonus that “traps” es: pinball. When you lock a pinball, it will disappear 


LOOP: A track on a pinball table that allows the pinball fo enter on one side and exit on the other. Loops 
that appear in this game are Right Loop, Left Loop, laner Loop and Smal! Loop. 
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ee ee See Tee eT ee ee ee ee ee 


MINI-GAME: A bonus game ae on a smaller version of a ese table. When your pinball falls 
below the flippers at the bottom of the table, the Mini-Game will end, and you will return to the game on 
the main pinball table. Remember that once you have unlocked a Mini-Game, you can play it as many 
times as you want by selecting Mini-Games on the Main Menu. 


\ULTIBALL: A bons mode in which three pinballs are in play at the same time. (Multiball in Table 

! Games will give you only two balls. See pgs. 17 and 29 for information on how to start Multiball on 
Ariel's and lol's Tables.) Ench time you shoot a pinball through the Ramp during Muttiball, you will 
receive a Jackpot, and part of the Pe in the Video Panel will be revealed. After you get three 
Jackpots, shoot a pinball through the Inner Loop to receive a Super Jackpot. 


If « pinball is hit into a sop during Multiball, it will be locked treaty. A non-flashing yellow arrow 
will indicate that a ball has been locked. Any locked balls will be released when you score a Jackpot. 


POP-BUMPER® A target on a pinball. table that rapidly bounces the pinball in a random direction when 
hit. The Pop-Bumpers in this game are Blowfish, Seahorses, Clams, and Cloak ‘n' Dagger. 


RAMP: A tilted track that lets the er run above the table briefly, then come back into play. During 
ran —- 0 pinball through the Ramp will help you reveal parts of the shipwreck or volcano on 
the Video Panel. 


ROLL-OVER LIGHT: A light on a pinball table that is lit by rolling the pinball over it rather than 
hitting it with the pinball. 41 


es 


Ore hole i e peel seh that traps the pi a nball for a second, then shoots it back out. (The pinball 
© will sometimes be'shot out of a different scoop.) The scoops on Ariel's Table are'Ursula's Cave, Flounder, 
Sf s Grotto, and the Shipwreck. The scoops on Melody's Table are the Ice Cave, the Volcano, the Castle, 


iid Atl anti a ; 
} SPINNER: A flat disk that lies slightly above a pinball table so that a pinball passing underneath 
"it will hit if, causing the disk fo spin. 


TABLE GAME: A bonus game, played on one of the two main pinball tables, involving shooting the 
pinball into specific scoops, around certain loops, etc. 


TILT: To "bump" the table, affecting how the pinball moves. Press the B Button to tilt the table leff. 
es rw the + Control Pad to tilt the table up. Press right or down on the + Control Pad to tilt the 
table right 


GAME BOX” RUMELE FEATURE 


This Game Pak has a built-in Rumble a that allows you to experience real-time feedback when used with the 
Game Boy Color system. Before using the Game Boy Rumble Feature, install the included battery as follows: 


Note: The game play features of this Game Pak will operate when loaded into any Game Boy Color system, but the 
rumble vibrations will only be felt when the battery has been installed. 


Cavtions Be) sure Agnnemove. the Game” Pak tiommiherGame Boy Colorsystem when inserting or 
removiag the batten 


Remove the battery cover and insert one AAA battery as shown. 
Be sure to use only fresh alkaline batteries. Do not use nickel-cadmium 
batteries (rechargeable type). 


Replace the battery cover. Load the Game Pak into a Game Boy Color 
sc then turn the Game Boy Color system power on. 
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IMROR GANT: oe ee 
fhe 
WARNING: Copying of any Nintendo game is illegal and is strictly prohibited by domestic and international copyright lows, "Back: up" or 


od ‘ 


(ia hivol! rial not authorized and are not necessary to protect your software. Viglators will be ang 4 


This Nintendo game is not designed for use with any unauthorized copying device, Use of any such hd will invalidate your Nintendo product 
warranty. Nintendo (and/or any Nintendo Licensee or distributor) is not responsible for any damage or loss caused by the use of any such device. 
If use of such device causes your game to stop operating, disconnect the device carefully to avoid damage and resume normal game play. If your 

yame ceases to operate and you have no device attached to it, please contact your local authorized Nintendo retailer. 

The contents of this notice do not interfere with your statutory rights. 

This manual and other printed matter accompanying this game are protected by domestic and international copyright laws. 

The rental of this game without permission of Nintendo or its licensees is strictly prohibited. 


FOR FURTHER INFORMATION OR ASSISTANCE, PLEASE CONTACT: 
Nintendo Consumer Assistance Hotline 1-800-255-3700 (U.S. and Canada) or your local authorized Nintendo retailer. 
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WARRANTY & SERVICE INFORMATION. ™! 


You may need only simple instructions to correct a problem with your product. Try 
our web site at www.nintendo.com or call the Consumer Assistance Hotline at 
1-800-255-3700 rather than going to your retailer, Hours of operction ore 6 o.m. to 

9 p.m., Pacific Time, Monday - Saturday, and 6 o.m. to 7 p.m., Pocific Time, on Sundays (times 
subject to change). If the problem connot be solved over the telephone or with the troubleshooting 
information available on-line, you will be offered express factory service through Nintendo or 
referred to the nearest NINTENDO AUTHORIZED REPAIR CENTER™. Please do not send ony products 
to Nintendo without contacting us first. 


HARDWARE WARRANTY =~ 

Nintendo of America Inc. (Wintendo") warrants Yo the original purthose that the hordware product 
sholl be free from defects in motesial and workmanship for twelve (12) months from the date of 
purchase. If o defect covered by this worronty occurs during this worranty period, Nintendo or a 
NINTENDO AUTHORIZED REPAIR CENTER will repoir the defective hardwore product or component, 

free of charge. 1h cidade Eeatiodw us EET 
registered at point of sale or the consumes con demonstrate, to Nintendo's sofisfoction, that the 
product was purchased within the last 12 months, 


GAME PAK & ACCESSORY WARRANTY 

Nintendo warfants to the original purchaser that the product (Game Poks and accessories) shall be 
free from defects in material ond workmanship for o period of three (3) months from the date of 
purchose. fa defect covered by this warranty occurs during this three (3) month worronty period, 
Nintendo or a NINTENDO AUTHORIZED REPAIR CENTER will repair the defective product, free 


of charge. 

4 ; 
SERVICE AFTER EX WARRANTY 
Please try our web site at www. of coll the Consumer Assistance Hotline ot 1-800-255- 
3700 for troubleshooting information and/or seferrol fo the nearest WINTENOO AUTHORIZED 
REPAIR CENTER. In some instonces, it may be necessary for you'to ship the complete product, 
FREIGHT PREPAID AND INSURED FOR LOSS OR DAMAGE, to the nearest service location. Please do 


not send any products to Nintendo without contacting us first, 


WARRANTY LIMITATIONS 

THIS WARRANTY SHALL HOT APPLY IF THIS PRODUCT: (a) IS USED WITH PRODUCTS NOT SOLD OR 
LICENSED BY NINTENDO (INCLUDING, BUT NOT LIMITED TO, NON-LICENSED GAME ENHANCEMENT 
AND COPIER DEVICES, ADAPTERS, AND POWER SUPPLIES); (b) IS USED FOR COMMERCIAL PURPOSES 
(INCLUDING RENTAL); (c) IS MODIFIED OR TAMPERED WITH; (d) 15 DAMAGED BY NEGLIGENCE, 
ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES UNRELATED TO DEFECTIVE MATERIALS OR 
WORKMANSHIP; OR (e) HAS HAD THE SERIAL NUMBER ALTERED, DEFACED OR REMOVED. 


ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY 
AND FITNESS FOR A PARTICULAR PURPOSE, ARE HEREBY LIMITED IN DURATION TO THE WARRANTY 
PERIODS DESCRIBED ABOVE (12 MONTHS OR 3 MONTHS, AS APPLICABLE). IN NO EVENT SHALL 
NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE 
BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES. SOME STATES DO NOT ALLOW LIMITATIONS ON 
HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR INCIDENTAL 
DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU. 


This worranty gives you specific legal rights, and you may also have other rights which vary from 
stote to stole. Nintendo's address is as set forth on the bock cover of this booklet. 


This worronty ts only volid in the United Stotes. 


NOTES 


NEED HELP WITH INSTALLATION, 
MAINTENANCE, OR SERVICE? 


AUTHORIZED REPAIR CENTERS” 
1-800-255-3700 


Nintendo of America Inc. 
P.O. Box 957, Redmond, WA 98073-0957 U.S.A. 
www.nintendo.com PRINTED IN USA 


